
 

Cyber Bullying 

involves the use 

of information 

and communica-

tion technolo-

gies to support 

deliberate, re-

peated, and hos-

tile behavior by 

an individual or 

group that is in-

tended to harm 

others. 

Media 

influence 

on 

teenagers. 

   Tel-1-800-med-infl 

 

People all over the world use 

the media every day. Whether 

it's using a computer, watching 

TV, reading a newspaper, talk-

ing on the phone or listening to 

the radio, media is a way to com-

municate. Through the media, 

you can find out about im-

portant news, listen to your fa-

vorite music or watch your fa-

vorite TV show. But there are 

also negative sides of the media 

that can be especially harmful 

to teens. 



The media teaches kids 

that violence is accepta-

ble. In video games, the 

way to beat an opponent 

is to punch, kick or knock 

him out. In some video 

games, you might even kill 

your opponent. In movies, 

the good guy wins when 

he violently defeats his 

enemy. A study showed 

that children have a 

greater chance of being 

bullies when they are old-

er if they watch a lot of 

violent TV. Violent behav-

ior on TV or through oth-

er forms of media can al-

so make teens act more 

violently.  

Advertisments are everywhere— 

TV commercials, pop-up ads on 

the internet, magazine ads and 

billboards — and they have a 

huge impact on what peo-

ple buy. Even though it is 

mostly adults who spend 

the money, commercials 

are often aimed at kids. If 

the advertising for a product is 

successful, kids will ask their 

parents to buy the product. Mar-

keters have obviously found 

success in advertising to kids: 

children ages 12 and under con-

vince their parents to spend 

more than $500 million a year. 

Some teens are able to buy the 

products they see advertised on 

their own. Many teens want to 

be like the characters they see 

on TV. Also, some forms of me-

dia do not show the real diversi-

 

Social networks are 

the places where cyber 

Bullying takes place, 

such as Facebook, 

MySpace, twitter, mo-


